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31-62 

This is a monster identification chart that will help you as 
you play Final Fantasy. Included is each monster’s full 
name as well as each monster's vital statistics. Use this 
information to plan your battle strategies. Pay careful 
attention to the “Monster's Hit Points'' section. It will 
help you determine whether or not you will be able to 
defeat a group of enemies. If you find a particular ene¬ 
my's weakness, you may wish to add it to the chart for 
future reference. 

iCc 

• IRE 

240 
20 

92 
22-44 

Experience Points 
for Defeating - 

Monster’s 
Hit Points 
Monster's 

Weak Point(s) 
Ineffective 

Attack(s) 

93 990 
50 990 
48 180 

8-16 93-186 
FIRE ■ Rt 

QAKE ICE. 0AKE ice RU8 
r.v RUB BANE 

plus 

IGUANA 
231 153 
231 50 
86 92 

18-36 22-44 

FIRE none 

OWE ICE RUB. none 
BAKE STUN SLEP 
plus 

2355 300 
2355 300 
356 80 
9-18 30-60 

T FIRE LI 

OME FIRE ICE RUB. 
BRAK SLEP SIEP. 

546 

46 
172 

37-74 

-CE BANE 9RAK none 

QAKE. FIRE I none nwu* 

SCORPION 
84 

70 20 
84 24 

22-44 1-2 
1 

ICE FIRE none 

QAKE nr RU6 none none 
BANE oRA* 

ShjM CHuS 

1 

30 438 
lO 8 108 

28 132 
m_ 

i • 

10-20 73-146 
none none 

none none none none 

723 882 

723 882 
144 204 

23-46 47-94 

none 

QAKE RUSE DARK. SLEP QAKE FIRE 
ICE. plus plus 

123 

50 
56 

6-12 
none 

none 

155 
50 
80 

22-44 

none 

none 

1 

1 

60-1 

FIRr 

ICE 

3489 
4000 

420 
7-14 

none 

LIT.HOLD DARK none 

MADPONY 
63 
15 
64 

10-20 
none 

none 

70 

76 
32-64 

ICE FIRE 

oak£ in. Rue 
BANE BRAK 

STUN plia 

» 

843 

500 
200 

24-48 

none 

non* 

1101 
900 

156 
49-98 

none 

1962 

800 

300 
69-138 

ICE 

QAKE BANE 
STUN 

plus 

WYVERN 
1173 

50 

212 
30-60 

rnyie 

QAKE *1 uaKE ice 
RUB BANE 

QAKE. ICE. r> r-'v none 

fear, you can prevail! RUB BANE 
plus Dta 
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Use this chart for handy reference 
when making determinations as to 
what spells you will want to buy. If 
a spell exists that your Warrior can 
use after Class Change, make sure 
to leave a space open for that spell 
in that magician's inventory. 

CURE 
HARM 

One ally 
Enemy party 
One ally 
Caster 

Recover HP Recover HP 
Harm Undead 

One ally 
One ally L Revive the slain WHITE WHITE HRM FOG Raise defense 

Raise defense 
Attack with fire 
Put to sleep 
Raise hit % 

Harm Undead 
HEL2 
■ ■ - - - 

- RUSE Recover HP_ 
Attack with fire_ 
Attack with poison smoke 
Return one dungeon floor 
Lower offense_ 
Remove "STONE" spell 
Exit dungeon_ 
Raise defense 

Ally party 
Enemy party 
Enemy party 
Ally party_ 
One enemy 
One ally 
Ally party 

- • FIR3 One enemy 
i n — - - - - - - - ^ - I = 1 ' ? ! — 

Enemy party 
One enemy 
One enemy 
One ally 
Enemy party 

1 .■ fS*i ■ ■ 

I I I L I 

One ally 
Enemy party 

[ Enemy party 
One ally 
Enemy party 
One ally 

J Enemy party 
Ally party 
Ally_party_ 
Enemy party 
One enemy 
Enemy party 
Enemy party 

I One ally 
Enemy party 
Ally party 

I One ally_ 
One enemy 
One ally 
Enemy party 
Enemy party 

FIRE 
-a- 

SLEP BLACK BLACK 
L LOCK WARP 

LT Attack with lightning 
Recover HP_ 
Silence magic users 
Defend against lightning 
Raise defense_ 
Attack with cold 

SOFT LAMP 
EXIT 
F0G2 

MUTE WHTE WHITE AFFECTS ALIT 
INV2 NvS Raise defense Ally party This spell will aftect the 

_ light Warrior ol your choice. 
■■■ 

ONE ALLY LIT3 Attack with lightning 
enemy_ 

Earthquake_ 
Paralysis_ 
Recover HP 

CE 
— 

RUB Surround with darkness 
• I Increase weapon value 

Lower offense 

DARK 
TMPR 

One enemy BLACK BLACK . . ... ____ This spell will affect all 4 
ALLY PARTY.Light Warriors. QAKE 

STUN 
CUR4 

SLOW 
CUR2 

One enemy 
One ally 
Enemy party 
Ally party 

This spell will only affect 
.the magician who cast it. 

I ■ ■ l.l .— —-- ■ .- 

This spell will affect only one 
.. m&mkei of the anerny party. _:_ ; ■ ■ ■ ■ 1 

This spell will affect the 
ENEMY PARTY ,, entire enemy party 

CASTER . Recover HP 
Harm Undead 

— 

ttzhi cncni Harm Undead WHTE WHTE i Defend against fire 
Recover HP 

Defend Enainst manic 
Ib_' -lJ*!__ZZ_~ T-_~~~ ~ir_I_ fcTr n"~ 

Recover HP 
Attack with cold 

ONE ENEMY ; » 
— 

H HEAL 
-HP — 

ICE3 Attack with fire FIR2 Enemy party 
One enemy 
Caster 
One enemy 
Orte ally 

BRAK Paralysis_ 
Attack with lightning 
Raise hit % 

Shatter enemy_ 
Raise weapon power 
Blind enemy 

BLACK 
SA LT2 
BLND L0K2 

PURE LIF2 Antidote for poison_ 
Enemy runs away_ 
Defend against cold_ 
Muted magic users can speak 
Put to sleep_ 
Quick shot 

Revive the stain 

1 
FADE 
WALL__ 
XFER I 
nukeT 
STOP -Ul 

Attack against evil 
Defend all 

FEAR A ar WHTE WHITE 
AICE One ally 

One enemy 
Enemy party 
Enemy party 
Enemy party 
One enemy 

AMUT 
SLP2 

- - Loss of "special defense 
[0 • Tremendous heat 

i . . . i . ...... i .. _^ 

u m. 

i \ 
Paralysis FAST 

CONF 

X 
BLACK BLACK \ —1 

ZAP! I Confusion_ 
Attack with cold 

Send to 4th dimension 
xxxx ICE2 Erase enem 

j 

lb & lb lb lb 
Jy J 

to lb to to to k4 to 
& ^ to & to> / to 8 o £ 

to to & to ,to / C Q: to to to to & to kj -to 
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o o to to to Co c to to SJ ARMO 
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to to to 5r to it / ^ to QD 
£ u: to to to 

0 
to TJ <3 4/ 03 JfS to <0 <0 03 

Use this chart in determining 
which armor to purchase, to 
EQUIP, and which to sell as sur- 
plus. NOTE: Before selling any 
armor that you can't EQUIP deter¬ 
mine if it can be used later after 
Class Change, or possibly Immedi¬ 
ately as an ITEM. 

Use this chart in determining 
which weapons to purchase, to 
EQUIP, and which to sell as sur¬ 
plus. NOTE: Before selling any 
weapon that you can’t EQUIP 
determine if it can be used later 
- —„„ —nge, or pcccibly 
immediately as an ITEM. 

. 

E WOODEN NUNCHUCK 12 0 CLOTH_ 
VfOOPEN ARMOR 
CHAIN ARMOR 

1 2 
■4 

SMALL DAGGER 5 10 $ # 4 8 
15 15 
24 23 
34 33 

WOODEN STAFF # 0 6 m 
tf RAPIER 9 5 IlfON ARMOR 

- 

IRON HAMMER 
SHORT SWORD 

9 0 STEEL ARMOR 
SILVER ARMOR 
FLAME ARMOR 
fCE ARMOR 

m © 
n 15 10 ♦ 18 8 

HAND AXE 16 5 34 10 
SCIMITAR_ 
IRON NUNCHUCK 
LARGE DAGGER 

10 10 * 34 10 a 

0 16 'DAI A PM OP AO 

: LZ2 
r*T 

1 7 10 # « LRAGON ARMOR 
COPPER BRACELET 
SILVER "BRACELET 
C PAL BRACELET 
COLD BRACELET 

GAUNTLET . ^ ___ 
FLACK SHIRT 
WOODEN SHIELD 

42 10 
- 

IRON STAFF 14 0 * * 1 4 

13 5 15 1 KEY TO ON SCREEN SYMBOLS — 

LONG SWORD 20 10 # * 24 1 KEY TO ON SCREEN SYMBOLS . M 

GREAT AXE 
FA LCHON 
SILVER KNIFE 

22 5 34 1 
24 | 2 
24_2 
2 0 

# 
- 

10 # # * 15 ARMOR L 
M - 

SWORD \ AXE 1 10 15 — 

0 BRACELET . O SHIELD SILVER SWORD 23 15 HAMMER STAFF .^ HELMET SHIRT .... i SILVER HAMMER 
SILVER AXE 

12 S IRON SHIELD * 4 0 
DAGGER ..... NUNCHUCK .. r. 

... 

10 25 SILVER SHIELD 
FLAME SHIELD 
ICE SHIELD 
OPAL SHIELD 
AEGIS SHIELD 
BUCKLER 
PROTECTIVE CAPE 

8_0 
12 i 0 

l 
26 20 

M 

ICE SWORD 29 25 
- 12 I 0 

DRAGON SWORD 
GIANT SWORD 

19 15 
_ 

■£ 16 10 
16 0 

++ 

21 20 
SUN SWORD 
CORAL SWORD 

32 30 * © o ■ 

IT—“ — f ~ - '' 

19 MS 
H 

6 2 i 

‘ WERE SWORD I 18 15 CAP # & 1 
RUNE SWORD - j 18 15 

• I 12 ] 0 —— I 
- T 28 

# s VfOQDEN HELMET 
iriON HELMET 
SILVER HELMET 
ORAL HELMET 
hEAL HELMET 
RIBBON_ 
CLOVES_ 
COPPER GAUNTLET 
IRON GAUNTLET 
SILVER GAUNTLET 
ZEUS GAUNTLET 
POWER GAUNTLET 
C PAL GAUNTLET 
PROTECTIVE RING 

3 | 3 
5 j 5 
6 I 3 

. 

S 3 

■ x 
if 

* • 

POWER STAFF 
LIGHT AXE 

3 m m # . % 

15 * 
HEAL STAFF 6 0 

¥ I 

MAGE STAFF 10 : 12 # 6 3 
30 35 t 

9 9 1 1 
WIZARD STAFF 15 15 

i 

9 9 9 9 © 1 3 * 
VORPAL 24 25 2 3 i 

m 
\ 

CATCLAW 
THOR'S HAMMER 
BANE SWORD 

22 L£5 
■ 

V 4 5 \- 
18 i 15 T 6 3 r -a 

T 22 20 6 ] 3 
6 3 

9 
KATANA 33 

a i 

35 
45 3 35 
56 ! 50 

XCALBER 
MASMUNE 

9 8 ! 3 
• • 9 9 9 9 5 ‘ 
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